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INTRODUCTION 


Her^ is some bockground informolion for those players who 
want to know more ol the Ranma story, 

Ranma Saotome, is o l6-yeor-old boy martiGl artist with a pony¬ 
tail. trained by hrs father. Genma Saotome, from on early age. 
Rarrma hos developed rriortial art skills fdr beyond the average 
person's ability. Ljnderilondably, he's proud of his accomplish¬ 
ments. but sometinnes a little too proud for his ov/n good. 

Ronma con be disrespectful and in^nsitive to both his father 
and friends. These flows along with his pride keep him In con- 
stant trouble, 

Like father, like son. Genma is a lot like Ronma, a prideful and 
somewhat -selfish rriartiol ortlsf r but old enough to be looking for¬ 
ward to a comfortoble retirement. 

Recently. Genma took Ronmo on a trip to a remote part of 
China. There they four>d the fabled ^Training Ground of the 
Accursed Springs". o ncfurcl obstacle course with strpteglcaHy 
piQced bamboo rods to bop and balance upon. Each spring 
has o different curse, cousing anyone who falls liThto take the 
form of the onimal or person haunting the ftpring., whenever he 
(or she) gets wet with cold water, A worm both reverses the 
transformation only until the next splash of cold wo+er. 

Without realizing that the springs were cursed, Genma and 
Ronma begon their training exercises. After knocking his fcrther 
into one of the springs. Ronrna was shocked when a large. 
ongry panido sprong from the water and promptly knocked him 
into another spring. Inrusgine Ranimo's chagrin when he 
emerged as a red-haired girl I Still wtth o ponytail and incredible 
martial arts skill, but a girl nonetheless. 

Their guide explained to Ranma and Genma what hod hap¬ 
pened to them. Although Ronmo desperately war its to get the 
curse removed. Genma reolly enjoys being o giant panda. 
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which consksts primarily of loafing around and eating bamboo 
shoots. 

Genma and Ronnrtc! eventually returned to Jopan to visit the 
Tendo Martial Arts School where Genma had previously 
orranged a future morriage between his son ond Akane, one 
of the owner's three doughtens. 

Needtessto soy, both Ranma and Akane resist the arrange¬ 
ment. But they get on with their lives — attending high school, 
hanging out with their friends, ond avoiding their enemies. 

The Tendo girls know Ranma's secret. 

Akone. sixteen, is o tomboy who excels at modloi orfs. beot- 
ing up ony boy who asks her for a dote. But she secretly likes 
Ranma. 

Ryoga. Ranma's primary rival, has a terrible sense of direction. 
He followed Ronmo to the Accursed Springs ond fell into one 
haunted by a jtttle bkack pig. Akane adc^>ted the pig, 
unaware that it Is Ryoga transformed. She calls the pig P- 
Chan. 

Shampoo grew up in a Chinese village famed for its skilled 
female maftial artists. Ranma-chan (Rarvna os a girt) end 
Genmo spoiled her village's dnhuo I iTKimOil oris toumoment 
by eating the feast beforehand. Adding injury to Insult. Ranmo 
went on to defeot Shampoo in the tournament. Shampoo 
later traveled to Japan to get revenge on Ranma-chan. but 
met Ronima. insteod. tolling for him. Of course. Akane end 
Shampoo became inistant enemies, fighting over Ronma. 
Shampoo, too. learned Ronma's secret, traveled to the 
Accursed Springs, and fell into one haunted by a cot. 

Raima's high school prlr^cipol is on unscrupulous, schemer 
who spends too much time in Hawaii. He's promised to 
excuse Ronma from find exoms, if he con defect 8 other stu¬ 
dents in martial arts. He's mode promises to the other stu¬ 
dents, too. But he Isn't kr>own for keeping his promises..... 
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OPERATION 

To begin, insert the Gome Pak into your Super 
N£S and turn it on. Press the START button and 
choose from the following menus: 


IP * 2 ? • 

Team Challenge • Options 

CONTROLLER 


Control Pad: move left 6c right, modify jumps St attacks 

Select Button: not 

used 


start Button; start/pause, choosing an option 
L Button; block 

R Button; block 

X Button: jump 

Y Button: normal ottack (specific' to each character) 

A Button: not used 

B Button: power attack (specific to eacts character) 


Note; Button operation con be changed using the 
Options menu. 



COffTNOi. 
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CAME SCREEN 


Player Energy: When the bar turns completely 
red, the player loses the motch. 

Time Left: Time left in the current match. 



Wins: Players earn 1 star for each match won 
It takes two stars to win a fight. 


Note; Player 1 uses the left controller, and Player 2 uses 
the 


right controller, facing the screen 


PlOyer 1 Energy Time Lett Player 2 Energy 
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6AME OPTIONS 

When the titfe screen appears, you may press 
the Control Pad right to choose Options. Then 
press the Start Button to select the Options 
screen. Select an item by pressing up or down 
on the Control Pad. Change the setting by 
pressing left or right on the Control Pad, After 
the set up is complete, press the Start Button 
to return to the title screen. 

<iAME LEVEL 

beginner, normal or EXPERT chonges the 
difficulty of the gaime accordingly. 

TIME 

The game time can be set to OFF, 100 
seconds, 60 seconds or 30 seconds. 

MUSIC ANl> VOICE SELECT 

Select each number and press one of the 
buttons, X, y. A, B, to hear all of the music and 
sound effects. 

SOUND MODE 

Select STEREO or MONAURAL sound, 

PADCONTROL 

Select the TYPE A or TYPE B setting, whichever 
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you prefer, Press Y to reset the controls to 
either type A or B. TYPE A is the standard 
button set up. TYPE B Is recommended for 
your custom button set up. For example, you 
con set the UP direction on the Control Pad to 
make your character jump. 

Move the cursor to a button. Then, select the 
button's action by pressing left or right on the 
Control Pad. The five actions you can assign 
to a button are Normal Attack/ Power Attock/ 
Block/ Jump/ Unused, 
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MODES OF PLAY 


On the Title Screen, move th© cursor to your 
favorite mode (1P. 2R or Team Challenge) and 
press the START Button. 

1P TOURNAMENT MODE 

Select your favorite one of the ten characters 
and fight ogalnst the rest, When you win two 
matches, you can move up to the next stage, 
You may continue for a total of eight 
opponents. Each character has o different 
story. Ranma does not fight Ranma-chan. 

2P COMPETITtON MODE 

Ployer l and Player 2 each select I of the 12 
c ho rectors and fight each other. The game is 
over when one of the players wins twice, 
Players may select the some charocter, 

TEAM CHALLENCiE MODE (FORTWO PLAYERS) 

Two players choose their own teams of five 
characters from the group of 12. Each 
character is matched with a character from 
the opposing side. The team with the most 
winning characters wins the game. 
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CHARACTER SELECTION SCREEN 

Press LEFT or RIGHT on the Control Pad to select 
your favorite character, and press the START 
Button or the Y Button. The B Button lets you 
cancel your choice. You cannot change your 
character while playing in a tournament, 


Characters Clockwise from Top Center; Ronma. Ranma-chan. 
Akane. Shampo-o. Mousse, Ukkvo. Genma. Gosunkugi, 
Qqmioiing King. E?yoga, Pantyhose. Pontytiose (transformed). 
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CHARACTERS AND THEIR 
TECHNIQUES 


BASIC ACTIONS FOR EACH CHARACTER 


Movement: 

Block; 

Jump: 

Normal Attack; 
Power Attack; 
Throw: 


Control Pad 

L or fi (alao the Control Pad) 

X (use Control Pad for a diogonal Jump) 

V forceful attock) 

B C special technique) 

Y Of B with Direction LEFT or RIGHT 

(Only works w^hen touching an opponent) 


Note: The above is based on the Type A 
controller set up. 

(Each character is assumed to be facir^g to the 
right, Directions operate in the opposite way, if 
the character faces to the left.) 


HINTS 

1) Power attack is naturaliy stronger even with 
the some technique, 

2) The more power you buiid up. the stronger 
your attack wiii be. 

3) If you are thrown, press V or B just before you 
hit the ground and you may recover from the 
fail. 
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TV/O-STAGE /UMP! 

Ranma (mole), Ranma-chan (femaie), and 
Shampoo con do a two-stage jump if you 
press the junnp button again while in mid-air. 
Moreover, Ranma-chan and Shampoo con 
use the Control Pad to change trajectory in 
mid-a;r while doing a fwo-stage jump, 
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RANMA SAOTOME 


Thinkirig that he would be excused from school 
exams if he could beat the tighters chosen by 
the principal, Ranmo firmly resolved to devote 
his time to martial arts tralnirig, rather than to 
the pursuit of academic discipline. 



nANA\A-CHAN - BASIC KICK 


RANMA - SWEET CHESTNUT FIST 
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BUTTON 

NAME OF 

OPERATION 

TECHNIQUE 

BA::, H ^IQi ES 

(Male /Fe/nafe) 

Y - Near opponent 

Punch 

Y - Far from opponent 

Punch 

Y - Squatting 

Punch / Kick 

Y - Jumping 

Jump Kick 

B - Near opponent 

Upper Kick 

B - Far from opponent 

Kick 

B - SquaUtng 

Foot Sweep 

B - Jumping 

Giant Jump Kick 


B + DOWN & reSease B 

Spinning Kick / EtbowJab 

B + DOWN Si jump diag. 

Giant Jump Kick 


EXPEnrTECHNfQUES 


Y 4 B Emnuttanebusiy 

Flying Dragon Blast 

B 4 DOWN & jump diag. 

Roaring Tiger 

Y repeatedly 

Sweet Chestnut Fist 

B repeatedly 

Sweet Chestnut Fist 
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RYOCA HIBIKI 

Ryoga, the wanderer, accidentally lost hts 
memory, He was taken In by the pnncipars 
slick talk and fooled Into fighting faces from his 
post - even Akane, his heart-throb! What a 
loser! 


nrocA- 
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BUTTOM 

OPERATION 

NAME OF 

TECHNIQUE 

BASIC TECHNIQUES 


, Y - Near opponent 

Lonely Elbow Jab 

Y - Far from opponent 

Lost Chfig Kick 

Y' Spuaiting 

Squatting Kick 

Y ’ Jumping 

Flying Kick 

B - Near opponent 

Power Heading 

B • Far from opponent 

Whip Kick 

B - Squalling 

Foot Sweep 

B - Jumping 

Giant Jump Kick 


B + RiGHT 

Umbrella Stab 

B + DOWN + jump dieg. 

Flying Umbrella Stab 


EXPERT TECHMQi ES 


' y+. B simyiTanedusiy 

Lion's Roar Bullet 

B + DOWN & release B 

Bandanna Throw ^ 

Y repeatedly 

N/A 

B repeatedly 

N/A 
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SHAMPOO 

Even though she puts a lot of energy Into 
researching arcane potions. Shampoo has yet 
to enchant Ranmo's heart. Then, she 
discovered the great tradition of Chinese 
proverbs! 


SHAMPOO - LANTERN PUNCH 
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BUTTON 

NAME OF 

OPERATION 

BASIC TECHNIQUES 

TECHNIQUE 

Y - Near Opponent 

Chinese Knee Kick 

i Y - Far from opponent 

Upper Row Kick 

Y - Squatting 

Squatting Kick 

Y - Jumping. 

Flying Kick 

B - Near opponent 

Lantern Punch 

B - Far from opponent 

Lantern Straight 

B - Squatting 

Squatting Foot Svireep 

B - Jumping 

Giant Flying Kick 


1 B + DOWN & jump diag. 

Heel Drop 


EXPERT TECHNIQUES 

■Y+ S simultaneously 

Dragon Sky Kick 


B + DOWN & ris. B 

N/A 

1*! 

B+ RIQFFTS rIs.B 

Fury Gharqe 


Y fepeatecllv 

N/A- 


B. repeatedly 

N/A 
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AKAHE - FLVINC KNEE KICK 


AKANE TEMPO 

Akane i& surrounded as usuai by a hoard of 
boys asking her for a date. Her daily routine is 
to blast them off with a single blow. She 
pleaded with the principal to impose tighter 
school discipline. As you might expect, the 
principal has come up with something a little 
different, 
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BUTTON 

NAME OF 

operation 

TECHNIQUE 

BASIC TECHNIQUES 


y - Near opponent 

1 Pitctf ttie i^omach Blow i 

Y - FaFtfOrri oppo#ii^H 

1 Upper Row Kick 

Y - Squatting 

Squat Fist Jab 

V - Jumping 

Flying Knee Kick 

^ B - Near opponent 

Splitting Headache 

B - Far from opponent 

Whip Kick 

8 - Squatting 

Foot Sweep 

8 - Jumping 

Flying Kick 


1 B +RIGHT 

2-Step Whip Kick 

EXPEFTT TECHNIQUES 


Dust Devil Uppercut 

B + DOWN 

N/A 

B + LEFT or RIGHT & RIs, B 

Rdllinq Gust Punch 

Y repeatedly 

IM/A 

B repeatedly 

m 
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GENMASAOTOME 

Having a rebellious son like Ranma has been a 
big headache and heartache for Genma 
Saotome. After hearing the principals pep 
talk. Genma resolved to achieve his ultimate 
strength by any means avaiiabie. In this way 
he could demonstrate his paternai dignity to 
the world, Even if it means transforming into a 
Panda! 
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BUTTON 

NAME OF 

OPERATION 

TECHNIQUE 

BASIC TECHNIQUES 


Y - Near opponent 

Dad Jab {Loving) 

Y - Far froni opponent 

Dad Jab (Angry) 

Y - Squatting 

Dad Jab (Sad) 

Y - Jumping 

Panda Kick 

B ■ r^lear.opponent 

Signboard Punch 

B - Far from opponent 

Signboard Swing 

B ■ Squatting 

Panda Foot Sweep 

B ■ Jumping 

Paternal Dignity Kick 


Y+ B simultaneously Patsrnal Aoger* 

*lf touching Opponent - Verbal Punishment Version 

B + DOWN & RIs. B 

N/A 

j B + LEFT/RIGHT & RIs. 

B Paternal Anger* ' 

*|f touching Opponent - 

Physical Punishment Version 

Y repeatedly 

Fierce Panda Fist 

B repeatedly 

Fierce Panda Fist 
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HIKARU COSUN KUO I 

When it comes to gloom and doom. Hikaru 
Gosunkugi is number one on the list at 
Furinkan High School. Wfth a push trom the 
principal, he's ready for his own personal 
pursuit completely armed with candles tightly 
secured to his head. Now. he's full of dark 
power! 
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BUTTON 

OPERATION 

BASIC TECHNIQUES 

NAME OF 
technique 

Y - Near opponent 

Grudge Punch 

Y ■ Far from opponent 

2 am Thrust 

Y - Squatting 

Cat Call 

Y - Jumping - Up or Fwd. 

Self Grudge Thrust 

* Y - Jumping - Bkwd. 

tntroveil Kick S 

B - Near opponent 

Grudge Hammer 

B - Far from opponeni 

2 am Taunt Thrust 

B - Squatltng 

Grudge Foot Sweep 

B - Jumping - Up or Fwct. 

Grudge Hammer 

B - Jumping - Bkwd. 

Giant Introvert Kick 


Y+ B simultaneously 

Giant Spinning Straw Man 

B + DOWN & RIs. B 

N/A 

B + LEFT or RIGHT & Rls. B 

Straw Man Throw 

Y repeaiedliy 

N/A 

B repeatedly 

N/A 
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BAKUCHIOH KINd 

(KING OF CAMBLINCi) 

The King, a loser by nature, hasn't given up on 
his ambition to own a casino. He's been trying 
to improve his skill in foul play. He deals cards 
so perfectly that one might call it a deadly 
weapon. The principal heard about it and ,,, 



CAMBLINC KINC - PICE HOOK 
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BUTTON 

OPERATION 


NAME OF 
TECHNIQUE 


BASIC TECHNIQUES 


V - isiear opponent 

Dice Hook 

Y - Far frPm opponent 

Straight Ffcjsh 

Y - Squatting 

Joker putter 

Y - Jumping 

Chip Fan 

8' Near opponent 

Deef Bite 

I B • Far from opponerS 

Thousand Chips 

B • Squatting 

Dice Roll 

B ‘ Jumping 

Mah Jhorg Slam 


Y+B simukaneeusly 

N/A 

B + DOWN fii Ris. B 

N/A 

B +LEFT or RIGHT A RIs.B 

Mah Jhiong Tip Bow 

V repeatedly 

N/A 

B repeatedly 

N/A 

DOWN -h B &. jump hkwd- 

Joker Punch 
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UKKYO KUONJI 

Expanding business is no longer a dreami 
Ukkvo owns a Japanese pancake 
(Okononn \yo ki) restaurant, Her business interest 
hos been stirnulated by the principal's slick 
talk, While Ukkyo polishes her arm guard, her 
heort is oiready sailing to the South Sea isiands. 
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BUTTON 

OPERATION 

SASIC TECHNIQUES 

NAME OF 

TECHNIQUE 

T'Weer oppcneri 

Mind Thrust 

y - Far f^nm oppon^t 

$^}i»ss PrQSp^ty ThrueE 

. Y - Sqimttifig 

Pancake Flip 

. V - JufnpiRg 

Giistomer Watesma Thrust 

B - N ear opponefrt 

High Bustnoss NM 

, B - Far fromopponei^ 

^aigW Business Mind. 

B - Squatting 

Business WJtnd Faot 

B - ium^g 

Glstnt ^atula Swwiig 




B +RIGHT 

Bally Slash | 


EXPERT TECHNIQUES 


1 Y+ B simLjJtgnaoysl^' 



[ 8 + DDWN & RIs. B 

Firacrackar Mix 


i 8 + LEFT or RIGHT & Fils, B 

Small Spatmla Throw^^lHlj 

V repeatedly 

N/A 


B repealedtty 

N/A 
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MOUSSE 

A magician's life in Japan has got to be 
exciting, yet still he feels unfu if riled. Being at a 
loss, he consulted o suspicious-looking fortune 
feiier in a Hawaiian shirt,.... 


MOUSSE - t»OUNCINc; CAT 
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BUTTON 

OPERATION 

NAME OF 

TECHNIQUE 

BASIC TECHNIQUES 


Y - Near opponent 

Swan 

Y - Far from opponeni 

Yo-yo 

Y ■ Squatting 

Yo-yo 

Y ■ Jumping 

Ten Hands 

Y - Jumping d[ag. 

Nail Kick 

B ‘ Near opponent 

Iron Ball 

8 - Far from opponent 

Iron Ball and Chain 

B - Squatting 

Pouncing Cat 

S - Jumping 

Broadsword 


B ^ RIGHT 

Sword 

EXPERT TECHNIQUES 


Y+ 0 simultaneously 

N/A V 

■ B+DOWN Sc-Rls: B, 

N/A 

B + LEFT or FllGHT A RIs. B Flying Egg Borrib 

Y‘ rejieatoclly 

100 Weapon Strike 

B repeaiedly 

100 Weapon Gtrike 

1 DOWN + B In rmF-air 

Eagle’s Claw Strike 
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PANTYHOSE TARO 

Pantyhose was given his name by Happosai, a 
mischievous eiderly martiai arts master. Now. If 
he could just find Happosai. make him take 
the name back, and give him a new one! 

Not available in one player mode. 


BUTTON 

OPERATION 

NAME OF 

TECHNIQUE 

BASIC TECHNIQUES 


Y - NeaV op^nent 

Great Blow 

Y - Far from opponent 

Super Cool Punch 

Y - Squatting 

White Heavens, Jab 

Y - JuiTjping 

Fl/ing Devastating Kick 

B - Near opponent 

Refreshing High Kick 

B- Far from opponent 

Sky Breaker Kick 

8 - Squalting 

Tiger Woff Kick 

B - Jumping 

Coot Kick 


B + DOWN & jump 

Smart Kick 

B +RIGHT 

1000 Foot Whip 

EXPERT TECHNIQUES 

'■Y + B slffkiltaneously ~ 

Manly Reversal Shot Kick 

J B.+DOWN & ris. B' 

N/A 

Y repeatedly 

N/A 

B repeatedly 

HIA 

[□rninfnfcunj 
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PANTYHOSE TARO 

(TRANSFORMED) 

Pantyhose fell into a spring haunted by a bull 
a duck, a snake and a yeti. The combination 
might be more embarrossing than his namel 

Not aval!able in one player mode. 


BUTTON 

NAME OF 


OPERATION 

TECHNIQUE 


BASIC TECHNIQUES 



Y - Near opponent 

Head Butt 


Y - Far from opponent 

Cow Punch 


Y - Squatting 

Squatting Head Butt 


y - Jumping 

Jumping Cow punch 


B - Near opponent 

Earth Crushing Punch 


8 - Far from opponent 

Straight Cow 


I B' Squatting 

Head Suit Foot Sweep 


B' Jumping 

Laughing Cow 



Y+ B simultaneously 

N/A 


B + DOWN & rls. B 

N/A 


B +RIGHT 

Raging Bull Charge 


Y repeatedly 

N/A 


B repeatedly 

N/A 


DOWN + B in mid-air 

Jet Attack 
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LIMITED 90 DAY WARRANTY 


DTMC Inc. warants to the anginal puichoser of thfe DTMC product that this car¬ 
tridge is free from dsfects In materials and warlananihip for o perkra of ninety 
<90) days frofn the date of porphose- The DTMC product is sold "dJ wlthgglr 
eiipresEied or implied warrarity of or^y kindnOrxf tiTIwlC b rx>t lla&le for ony lCi.ESes 
or danxjoesof ony kind resulting from the use of ihbproduct, DTMC ogrees tor 
a loorioci of Nnely C*?0> days io either repoir or replace., of its option, (reo or 
chorge. the DTrvtC product. 

Send product postage poles and dated proof of purchase to: 


DIMC Inc. 

370 Cahventibn Way, &jHe 2D2 
Redwood City. CA ?4Q63 U.S.A. 

15 ) 367 -^ 39-1 

This worronty snon not Pe optcAcdPle ood Ehoil tjevoid if tne defect In the DitvlC 
product hos orisieri through oPu^e. unrecsspr^ocie u?e„ mufreotmer^tr neglect or 
reotol use. THIS WARRANTY IS th LIEU OF ALL OTHER WARRANTIES /WO NO OTHER 
REPRESENTAnONS OR CLAIMS OE ANY NATURE SHALL BE SINDINO ON OR OBitO- 
.ATE DTlViC. ANY 1MPUED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT. 
INCLUDING V/ARRANTIES OF MECHANTABIUTY AJND FITNESS FOR A PARTICULAR 
PURPOSE. ARE LIMITED TO THE NINETY (;90> DAY PERIOD DESCRIBED ABOVE. IN 
NO EVENT WILL DTTYIC BY LIABLE FOR ANY SPECIAL. {NGIDENTAl OR CONSEQU&T- 
TIAL DAMAGES RESULTING FROM PO3EES3I0N, USE OR MALFUNCTION OF THIS 
DTMC PRODUCT. Scme states, do nat allow lim'rtafiansaB to how Icfig an implied 
warranty lasts and/or eMcluslanE or llmltaltar^ of fricldentnl or consequential 
doTTnogei. so the obovre llrmtt-atiansdnd/oreKclusJcniaf llo&iity may rTct dppiy 
to you. This wotrar^iy gwes you speclttc tights, orxt you may dbo hove other 
rights whlcr^ vctfy horn state To scote- 




DTMC Inc. 

370 Convention Woy, Suite 202 
Redv/ood City, CA 94063 







